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T Ba dovpe onpepa...

* MNpoxwpwvtac Ba SoUUE TILO AVOAUTIKA TLC EVVOLEC TWV:
e petaANTWY

* KOLL TWV TIPOTUTIWV.




TLeldapue ota mponyouueva padnuata Kol TL Lac AELeL,

* OLTpELC Molo eival to EMOpevVo BAKA;

TPOYPOUUOTIOTIKEC s , ,
Se€Lotntec ov Oa S n’paﬁn XPELOCOUOOTE
ETILTAEOV:

TPETEL VAL KAAALEPYNOETE - , e
OTIWC £XOULE TIEL €lvaLL: S e e
) npaypota — “variables —
* H aAAnAouyLla Twv

) petaBAntTEC”
EVIOAWV - Ag&lotntec yLa enidvon
* H emloyn avapeoa npofAnudtwv — “patterns -
o€ SLadopec npotuna’

EVOANOKTLKEC KoLl
* H emavaiAnyn



Mvaun - Memory

* Ontwc mBava ndn Eepete amo alla oac pabnuoata, ot
nAektpovikot urtoAoylotec (PCs, laptops, mobiles k.Arm.)
£XOUV OPKETN VNN Yo TNV eneéepyaoia SedopEVWV.

* 4GB,

* 8GB,
e 32GB,
* lowc koL eplocotepo! - cuES ¢ processing
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Turow Mvung

e Moviun
* To SeSopEva UTIAPYOUV OLKOUOL KOIL OV N OUOKEUN KAELOEL.
* T.X. OKAnpot diokol, memory cards KAT.

* MMpoowplvn

* Ta Sedopeva amobnkevovTal TPOCWPLVA WOTE VA YLVEL N
arapaltntn eneepyaoia.

* 1.X. RAM — Random Access Memory




MetapBAntec (Variables) = Mvhun (Memory)

e OLPETOBANTEG Elval N LVAN TOU TPOYPAUUATOC OO,
* TLC XPNOLUOTIOLOU UE YL Vo armoBnkeVoou e TTANPOPOPLeC OGO TO TPOYPOAUO KTPEXELY.

* Nl ypelalopaote petafAntec;
* Mepika mapadeiyparta...

e [0 val KAVOUUE paBnpoatikou g UTtoAOYLOHOUC —
«n amootTaon EWE TNV AKPN TNG OKNVAC £lvaL...»

* [ va rapakolouBoupe Sltadopa MPAYUOTA — «TO OKOP TOU TtallXVLoLou eival...»

e [a va armoBOnKeVOUE TIMEC EL0OSOU OO TO XPrOoTN —
«MapakaAw TANKTPOAOYNOTE TO OVOUA CAC...»

e [ va KpaTtape TILEC e€060U Tov pmopet va deiéoupe otnv 0Bovn —
«H owoTt andvtnon otnv epwtnon €ival...»

* Evlladépouoa onpeiwon:

* JTIC TIEPLOCOTEPEC YAWOOEC TIPOYPAUHUATIONOU (TT.X. Java, C++, CH KATL.),
ol LETAPBANTEC XPNOLLLOTIOLOUV TNV TTPOCWPLVH MVALN — oL TTANpodopLeC
XOVOVTOLL PUE TOV TEPUATIOUO TOU TIPOYPAUMATOC.

e >10 Scratch ot petafAnTEC XpNOLULOTIOLOUV TN LLOVLUN.




MNapadelypata oto Scratch

* Exoupe N6 XpNOLUOTIOLN OEL TPOKAOOPLOUEVEG PLETAPBANTEG OTA
TIPOYPA AT TIOU PTLAEALLE...

* x positon

* y position
e direction 2R
m if X position < then
/moveOSteps
Yy position >
* pen color ~
e pen state (up? down?) )
* mouse pOSIthn wait until mouse down?

°* mouse state

set pen color to

pen down

e volume

forever

go to mouse-pointer




Anpuwoupywvtac tic MetapBAntec oac...

’ ’ 1o ’ Mot Event
* Anpoupyeiote plo petapAnth otav Bélete va IL;'E; Icfn:r;
nopakoAouBnoeTe KATL... ] sound J sensing
Fen IDperatnrs
Data Ir-.ﬂnre Blocks

e Ot petaBAnTeC £xouv dladopa XOPOKTNPLOTLKA:

e Kabe petaPAntrn €xeL ovoua.
Mia petaBANTH TEPLEXEL MOt TLUA.
To mePLEXOMUEVO piag LeTABANTAC prtopel var aAAGEEL.
Mia petafAntr) ovoyetitetol pe eva (tomikri/local
variable), 1 pe 6Aa ta sprites (kaBoAikri/global variable).
Mia petaBAntn pnopst va paivetal (m.x. To okop), N va
un daivetatl otn oknvn.

[ Make a Variable ]

Make a List



P o = 'Eva IJ'l'KpO' demo... Motion Control

Looks Sensing

Sound DOperators

* AnpLoupywvtac LETAPANTEC:
e Mooa Pripata MPEMEL va Yivouv €wc n Scratch

Pen Yariables

v ayyiger m ywvic;
* Mota givat n amootoon amno tn 68l MAeUpy,;
* oo €ival to dvopa Tou Xpnotn (Emwvupo, EJ ‘Aae
OVO|.,lOL),' E MName
* Molo eival To ovopa Kol n Xpovid tou
’ ’ E Distance
YEVVNONKE 0 XpNotng;

E Steps
* YrmoAoylopog tng nAwkiog -

sat Age |to E

change Age | by

show wvariable Age

hide wvariable Age




STV PAEN....

tum

r;:uaat until. touching =dg= |2

move steps
change Steps | by

say | Steps for Secs

to - x position

say | Distance for ﬂ SBCS

ask and wait

sgt Mame to answer

say | join Mame for SB8Cs

ask and wait

sat Mame tu answer

say join Mame for 5aCs

M W hat vear were wou baorn? (SN TET S
to pENEEY - answver

CEUS T I'm gquessing your age is | Ghs Sy SECS

Age [TTT0)
[Spritel Steps mj
[Spritel Distance mj

(Name [T

| Age [T |

[:Spritel Steps mj
[:5prite1 Distance mj

212
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\,

‘Otav xpnowornoleite Aoutov petaBAntec...

* Na okedTeOTE TN HETAPBANTA OOV EVA KOUTL XWPLC OLPXLKN TLUA:

-

* Oa TPEMEL va SWOETE pla apXtkn Twn,= ~

repeat until . touching =dge |2

move steps

* KOOWG TO MPOYPOALUA TPEXELVO — — = — — = = = = — change Steps |by
EVNUEPWVETE TNV TIUA QUTA
' , _ say Steps for SECS
* KOLL OTO TEAOC VO TN XPNOLUOTIOLEITE, = = = = = — —

N vaL TNV TIOPOUCLALETE.

Xpuooc Kavovag: Xpnotlomolteite pio petaAntn yla kabe tunpa Sedopevwyv
niov Ba mpemneL va apakolouBeite!
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‘Eva oAokAnpwpuevo napadelyua...

* AG XpnOLHOTIOLOOUKE OAa 6oa paBape Name I

HEXPL OTLYUNG LA va GTLAEOUUE VA OTTAO
rolyvidL moAarmAaoloopou:

[Spritel Score “j

e To mpoypappa Ba kavel ta akoAovOa: @/J]
e EmAéyel SUo tuxaiouc aplBpoug X kat Y _
* YrtoAoyilel T0 CWOTO amoteAeopa “= X * Y” -.;g

TN CUVEXELO PWTAEL TOV TIALLKTN:
“Mooo kaveL X *Y;”

JUYKPLVEL TNV OITAVTNON HE TO OWOTO
arnoteAeoua

Av elval cwoTr N anavinorn, TOTE 0 MAKTNG (i
noalpvel eva Babuo

ErtavaAnyn...

Otav to nayvidl teAelwvel epdaviletal To
OoKOp

12



syeSLalovtac tn Avon...
* EmaveélaBe 3 popec: *

EnéAe€e SUO TUXAlOUG APLOUOUG, KOl OVOUOOE TOUG ng lacé uao"[g .
XkatY ¢ -

YmoAOyLoe To owoTo amoteAeopa “= X * Y o TOU)\('IXLGTOV TEOO EPLC v
Pwta tov naiktn: “Nooco kavel X *Y;” , ,
ZUYKPLVE TNV QIAVTNON ME TO OWOTO ATOTEAECHOL * X, Y, 2waoto AT[OTE)\EO'HQ, ZKOp

Av elval owotn N amavtnon, TOTE O TOLKTNG H A}\}\I’])\OUX(.(I

naipvel Eva faduo

rl(')GEQ HETGB}\nTéq Result

Score

e Otav to mayvidL teAewwvel epdaviletol 1o
oKOp

:E:teat

set © tu " pick random () to "

| .
[5:::1 ’ “j set 7 |to pick random [ to B

to X ¢ ¥

play sound Song

rllle'D KﬁUEI 1#%9 r ?'ﬁ
ask | join join X join ¥  and wait

) o i —
@ if . answer = Result

change 5Score  |(by

Say for SeCs

elze

davrdoou TTwe Ba aiveral!

SN Aundpan, iowe TO KATO@EREIC TR ENGPET PORa,.. i 2 JEeles

g

[| 6] say '..juin Score  for Secs




2UVOALKQ

-

E Mane

o Name [T |
when clicked [Spr'itel Score “j

CEE Mora sivar To dwopd aou; Bt e

set Mame to answer

say  join Mame for SEeCs
sat Score | to [i
repeat

set ® |to pick random [i to
5

set 7 |to pick random [i to
5

set Result

k

play sound Song
k

ask join LRGN join X join EN ¥ and wait [I e]

-

Result

LSCcore
Mooo kaver 1 #* B]

=

L

if answer = Result

| ]
say for @ secs
L

elsa

SN AunApal, (oo T KaTA@EPEIC TNV ENGPENN opd... Lid 2 e
 —

lecture3_demo2.sb3

say join Score for SBeCs
14




TLeldAUE PEXPL TWPA,

e OL peToBANTEC €lval N VAN TOU TTPOYPALLULOTOC:
e ArtoBnkevouv MAnpodopLlec EVW TO TIPOYPOLUO KTPEXELY.

e Y10 Scratch, ot petaBAnteg b€ xpnoLUOTIOLOUV TNV TPOCWELVN
VAN, o€ avtiBeon pe AANEC YAWOOEC.

* 2 NUOVTILKOC KOVOVOLC:

e Xpnolpormoleite pia petoBAntn yia kabe tunuo dedopevwy
nov Ba mpemel va tapakoAouvBeite!

* Mnv exvare:
* APXLKOTIOLELTE TLC LETABANTEC TIPLV TNV TIPWTN XProN TOUC...

-

Motion Control

Looks Sensing

Sound Operators

Pen Yariables

Malke a wariable
Delete a variable

Age

Mame

Distance

Lteps

set Age |[to [

change Age |by
show wariable Age |
hide wariable Age |




Kat Atyn 6ouAewla yua to ortitt... (1/2)

[Spritel Score “J

e Aoknon 1:
* H mpwtn Baoiletal otnv epyacio tou @
PONYoULEVOU pabnuoatoc tou priaaple
EVOL TIPOYPOLUILOL TIOU EBPEXE YATEC KOl

okUAouG.

e Autn tn popa BEAoupe n Scratch va pmnopel
va petakwvnBel aplotepa ko 6e€Ld oto i,
KATW MEPOC TNC OKNVNAC, MpooTtaBwvtac va L
TILAOEL EVOL OKUAQKL TO OTtOLO TIEDTEL ATIO
TIAVW TIPOC TOL KATW. Mo KABe oKUAAKL TTOU
TiLavel n Scratch Ba kepdilel Eva movro.




Kat Alyn douAeLa yia to omitl... (2/2)

° AOKI’]GH 2: H kAhion gival -0.4
* Yroloyiote tnv kAion piog ypapung. H kAion cuvtiBetal ano duo tﬁ_"
MPAYHLOTO: ~
* Mooo anotoun eivat Kat
* AmO 1o av aveBaivel  katePaivel

e [ mapadelypa n ypoppn aplotepd €xeL kAton 1, evw n ypoppn 6géa 0. -
(100,100)
(-80,50) o * (120,50)
(0,0) http://en.wikipedia.org/wiki/Slope

* Asbopévwy 6Vo onpeiwv (x1, y1) kat (x2, y2) n kAion vrtoloyiCetat
aro tov akoAouBo turno:
slope= (y2 y1)/(x2 x1)

* [payte Eva mpoypappa tou SExetaL cav eicodo ta x1, y1, x2 kat y2
(wypadileL pio ypoppn kot uno)\ovLZEL TNV KAlon tnc.
[Tpocoxn oTLC KADETEG YpALUEC!




[TpOYPOUUATLOTIKEC AECLOTNTEC

e Y& AoyLKoO emimnedo: * Y€ MPAKTLKO emimnedo:
e AAANAouyia Twv EVTOAWV * MetaANnTEC
e Ertthoyn avapeoa og SLAPopeg * Eumelpia
EVAAAOLKTLKEG * ATlodaCLOTIKATNTA
* Emavainygn * OLH/Y pnopetl va oac
SnULOUPYNOOUV ATTOYONTELON,
aAlQ...

NV To TapatnoeTe!

' ,
>
S



;7\

[Mpoturna (patterns) = Epmelpla (experience)

* Ta mpoOTUTIA £lval Evag TPOTtoC cUAANYPNC TNC CUAAOYLKNC EUTTELPLOC
AAAWV.
» “standing on the shoulders of giants”

e ArtAa patterns:
e commenting on your programs
e centralized code
* regression testing

* MepLka TiLo TiepimAoKaL:
e game play
e count, sum, and compute




Spritel

#1 ZxoAaouoc

* Kabwg ta mpoypappota yivovtot 0Ao Kat 1o mepImAoka
glvalL oAU OUoKoAo va BupaoTte OAEC TIC AettopEPELEC!

* Mnv to npoomnaBnote kav! clean up

Scripts f f

add comment

e Avtiyla auto, mpooBeote oxoALa
* Ta oxOMa eivat Evag TPOTIOG HOVLUNG KATOYPAPHG TWV OKEPEWV 0OG, WG LEPOG TOU
TPOYPAHATOG
* Ta oxOAa ayvoouvtal arnod to Scratch kat anod 0Aeg TLG YAWOOEG TPOYPAUHUATIOUOUG — Elvall
dtiaypeva ya va ta Stafaloupe eUELC.

Spritel

__.--standalone

Written by ..,

Chen | clicked = associated with a

Thi N —
ask and wait WA block
sat Mame to answer 0




> ‘Eva pkpo demo...

e ATO TNV TIPWTN AoKNnon...

|:5prite1 Score “j

e

Mz auTd TO =cript
n Scratch Ba
npoonalrfoz va |
MIagel TO TEUAI
kaBwg auTd

MEQTEl

vhen clicl:ed

set volume to Wi
forever

play sound WaterRunning -

rest for beats 2a NpEMEl va

AKoUYETal Tay

=7 Bpoxn!

21



#2 Centralized Code

e Karmoloc¢ KwOLKAC pog elval YeEVIKOU okoTtoU — 1t.X. Sev avadEpPETaLl o€ KATOLO sprite
* “naie eva tpayoudt 0oo to nayvidt tpexel”
* “napakodovinoe av da natnvei kamoto kouuri yia va aAdaéet n kataotaon tou rtayvidiov”
* “orauata to rtoyvidl ueta ano X devtepodenta...”

e X710 Scratch, to "stage" (oknvn) punopel emiong va EPLEXEL scripts
e AUTO £ival €va oAU KAAO HEPOC YLA VAL UTTEL O KWOLKAC YEVIKOU OKOTIOU...

Mew sprite: ﬁ""’ .l'T"’:l7 ?:17
(S

b LW

Scripts

Spritel

22
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Eva pikpo demo...

e ATO TNV MpwTn Aoknon...
* AC KEVTPLKOTIOL)OOULE TOV KWLKOL KoL
* 0C BaAloupe Eva XpPOVOUETPO.

[Spritel Score “j

timer FETHN |

Lace Over!

\

lecture3_03.sb3

when clicked
set wolume to O
forever
play sound “WaterRunning -

2a NpEnEe va
tf sl heat ]
mest e @8 beats akoUyETal gav

Fpoxn

when clicked

switch to background Default
reset timer

forever
if timer =

switch to background Same Cver

st_up all




#3 Regression Testing

O é)\svxoq TWV TIPOYPOUUATWY Elval 600Ko?\oq

* Oa TPETEL vaL OKEDTELTE TTOAU yLa OAa 6o TO TIPOYPALLUA OOG TIPETIEL VOL KAVEL KOl VOl
emvonoste e)\evxouq, WOTE VO OLlYOUPEUTELTE OTL T KAVEL CWOTA.

* O TIPETEL VA YIVETE TO (610 KAAO é;/ | 0TO VA «OTIATE» TIpOYPAppaTa (va BploKeTe Ta
AABn toucg), 6co elote oTo va ta ONLLOUPYELTE.

* Eotw Ot emegepyadeote Kot OAAALETE TO TPOYPAUUA OaG — TOTE TL Bt
TTPETIEL VAL KAVETE,
* Q0 MPETIEL VAL KAVETE OAOUC TOUC EAEYXOUC Eava.
e Autn n Sadikacio Agyetal regression testing.

Kavovagc: Ba npemnel va
SlaBeoete TOCO XPOVO OTOV
£AEYYO TOU TPOYPAUMATOC,

000 £Xete HLABEoEL KAl 0TN
dnuLoupyia Tou.




‘Eva pkpo demo...

e Ac SoUpe TNV aocknon 2 UE TNV KANnon....

The slopeis 1

£ Run :

say '-.juin The zlope is ope ' for SeCcs

Oa amoTUXEL OTN
dtaipeon pe to O...

" Run = 0]
EV N The zlope of a vertical line iz for B seCs

EI" &

“Opoupnote” yla va F

N ylveL autn n
diaipeon...

‘ set Slope |to  Rise 4 Run [r

say '..jnin The =slape iz | =00 ' for- sS85

25



when clicked_

clear |eCtu re2_045b3

go to x: e 120

hida
ask and wait
sat A to answer
ask and wait
sat vl | to answer
ask and wait

to answer
ask and wait

to answer
set pen color to
set pen size to
go to = [ X1 yv: | T1
pen down
go to = [ K2 y: | T2
pen up

go to x: N 120

showr

set Rize |to T2 - Y1
set Fun |to X2 - X1
to  Rise / Run

say  join QGEEEERCREE Slope  for secs




#4 Game Play

e Mio arto TIC MPOKANOELC TWV TIALXVLOLWYV ELVAL O GUVTOVIGOC OAWV
TwV sprites.
e Otav aAdalouue entineda, nwc 1o éEpouV OAa T sprites;
* Otav teActwvel to oy vidl, mwe OTAUATAVE OAa Ta sprites;
* [lpemtel kaUe sprite va EEpel mwC TEAELWVEL TO Tty vidt, N UWTTOPOULUE OUTO VO
TO KEVTPLKOTTOLNOOUUE;

e O KWOLKOC TIOU UTIAPXEL KEVTPLKA LUTTOPEL val aAAAEEL EUKOAOTEPOL OTO

LEAAOV...
Auon (Message Passing):

**xpnoLuornoleiote €va broadcast block (otnv
Katnyopia Events) ywa va oTtelAeTe eva pvupa
oTav KAtL cupPaivel

s ta sprites xpnotpornolovv Eva when | receive
block (emiong 0TV KATNYOpPIQ Events) yla va
avtldpAoouV O€ Eva LAVUUOL




‘Eva ukpo demo...

* O0 XpNOLUOTIOLNCOU UE TO TTOPAOELY AL
ue tnv katayida ("Raining Cats and
Dogs" ) ko Bat:

e BaAoupe eva "Game Over!" uivupa oto
TENOC

e BaAoupe eva "Spin" unvupa yla va
TEPLOTPEDOULE TLC YATEC KOl TOUG
OKUAOUC

e BaAoupe Koupmiad aAAaync tTaxuTnTog...

28




..—""/ \\

2TV Ipaen...

Lttage

when clicked

lecture2_05.sb3

switch to background Default

fd Speed

set Speed |to

set wolume to ) when clicked

forever —
forever

play sound WaterRunning

rest for beats
» i

point in direction

set x to | pick random B3] to

set y to | pick random &L to

when space kEH‘ pl"EEsed rEPE-at until Y PDEitiDI’I <

broadcast Spin move | Speed steps

o

when up arrow | key pressed
change Speesd —
when I receive

repeat

turn (4 degrees
e

when | down arrow | key pressed

when I receive Garme QOuer!

play sound ©Cat |until done
when 9 |key pressed

switch to background Bye!

broadcast Sam 1| and wait

5t_up all




_#5 Count, Sum, & Compute

——

-
p

* To Scratch eival meplocotepo ano pio y\wooa dnpuovpylog
TTOLLYVLO LWV
e To Scratch eivol Lkavo yla yevikoU okomoU UTIOAOYLOUOUC
e Mapadeypa: “KAion” 1o mopddetypa mou KAVOUE

* [EVIKA TIPOTUTIOL UTTOAOYLOUWV:
e uetpnon-counting: 1, 2, 3, ..., N
* aBpolon-summing:1+2+3+...+N
e UTtoAoylopoi-computing:
npoobeon, MTOANATTAQCLACUOC,
terpav,wVLKr'] pila, nuitovo,
ouvnuitovo, ...




Méetpnon — Counting

* YrioBeote otL Belete va petpnoste ano 0.. N ava 5
0,5, 10, 15, 20, 25, ..

to E b Counting by 53's

set M to

oAnguiovpynee pio. uetofinty "Count”
oAnuiovpynoe uio uetopintn "N

o @éae v Count ge 0

o @éoe v N oty tedevtoio Tiun

repeat until Count = N

say Count for SeCs

change “ount I:H_.r

oRepeat until Count > N:

o Kave tovg vmoloyiouod ue tmy
Count
nAilaée tyy Count kaza 5

lecture2_06.sb3
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ABpolon- Summing

* YrioBeote otL Belete va abpolote tig Tipeg 1 .. N
*1+2+3+4+5+..+N

spt Count

o Aquiovpynee uio uetafinty 'Count”
o Aquiovpynee uio ustofintr "N set M |to
o Agurovpynaoe pio petofinty 'Sum” set Sum |to [§

o Oéoe ™mv Countoe 1 repeat until " Count > N

o Oéaoe v N oty tedevtaia tiun .
. change Sum |by Count
o @éae v Sum oe 0 Sum |
: change Count |by
o Repeat until Count > N: -

o AALaée tn Sum xoza Count
o AALaée tny Count kaza 1

say Sum for Secs

N x (N+1)

lecture2_06.sb3 ‘EAgyxog: sum(1..N) = >




YrioAoytopol — Computing

* Mapadetypa: NopoL tng Kivnong H=V,*T- 1/2g * T2
Tou Nevtwva ; :

e Autn n eélowaon umoAoyilel to U oC
H evOC aVTIKELLEVOU, OTAV TO TETAUE
guBela emavw, xwpic va

UTTOAOYLOOULE TNV avTioTaon Tou . XPOvOg
aépa. OWoc 5 -
Emmitayxuvon
: NG Paputnrag
ApPXIKN (9,8 m/sec?)

Ac vrtohoyiooupe to Uoc ou TaxuTnTa
Ba ptaocel pio pmaAa os Eva
nodoodalplko aywva.

33




Nopoc tne Kivnonc touv Nevtwva

* AC EpOPLLOCOUUE TO VOUO:
* O maiktnc metaeL tn pmala pe nepimov 140m/sec
e Ac urtohoyiooupe to Upoc e T=1, 2,3,4,5

set Qtu m -

o Aquiovpynace g uetofintég Too cat Y0 |t Ynohoyiopdcto W
, . : Uyoug nouw Ba .
){pé‘lOCCOILlOCO'TS. set T tu pTags pia pnaaa ||| 9PRIED
: 2 N ot fuaw aydug smiTayuvan: 27.2 |
o uétpnon: T,

set Mtu iy sec

repeat until TN

o vwoioyiouos: H, VO, g

o @éoe 10 g 0 9.8 —
o Oéee 10 V0 ge 27.2 set H [to wo* T - @/8 * g* T* 71

o @éceto T ocl

, say .- join 'I join T '-.juin » TO Uag Eivar |y " for secs
o Oéoe 10 N oe 5

change T h'l_.r

T

o Repeat until T > N:
o @éoe 10 H e VO*T - 1*g*T*T
o Ilegc H

lecture2_06.sb3
o Aldaée o T kara 1




TLeldape uexpL Twpa,;

e AUTO Ntav Aownov, elote €tolpol! Exete amoktrnoet g akoAouBeg
detlotntec:
e AAMnAouyia Twv evioAwv
Ertithoyn avapeoa o€ Stadopec eVAANAKTLKEC
A¢lomoinon tng Emavainyng
['vwon twv petapfAntwyv
Exete Ol pepLka T[p(')turta

ATIAOL. XPELOJEOTE TIEPLOCOTEPN EUTIELPLAL KOLL
ueyaAn anodaototikotnto!!!

e Juveyxiote va pabalivete:
* http://scratch.mit.edu/discuss/ 0 M

* [LOL TTEPLOCOTEPN EUTIVELON::
* http://scratch.mit.edu/explore/projects/featured/



http://scratch.mit.edu/discuss/
http://scratch.mit.edu/explore/projects/featured/

Kat Atyn dovAela yLa to oritL...
* YITOAOYLOTE TNV MPAYHOTLKI) TPOXLA HLaC M.

* OeWPELOTE OTL O MALKTNCG OTEKETAL 0TO onpeio (0,0) Ko TLETAEL TN
urtaAa pe BeTikn x Kal y katevBbuvon pe pla ywvia A.

* [La va. uTtoAoyLoTtel N B€on TNC UITAAAC TN XPOVLKN oTyun T
XPNOLLOTIOLELOTE TOUG 0lKOAOUBOoUG TUTIOUG:

* X;=COS(A)*VO*T, y;=sin(A)*VO0*T-1/2+g*T?

* O xpnotn¢ Ba npemnel va SwoeL T ywvio cav eicodo.
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